WHITE WOLVES 


The White Wolves are a Loyalist Space 
Marine Chapter of unknown genetic origin 
and Founding located in the Triglav Cluster of 
the Segmentum Pacificus. 


Created by request of the Novogradian Conclave 
of Inquisitors, they were sworn to aid the 
Inquisition operating in the Triglav Cluster 
Sectors in defending that part of the Imperium 
from monsters, daemons, traitors, and xenos. 


As such, the White Wolves were sanctioned blades 
and the Chamber Militant of the Novogradian 
Conclave of Inquisitors until the sacking of Kar- 
Morhan Fortress Monastery by the forces of 
chaos in late M38. The location of their fortress 
monastery was a secret that only a few of the 
highest members of the Novogradian Conclave of 
Inquisitors knew. It is believed that the location of 
the fortress monastery was revealed by someone 
from the Conclave and thus allowed an attack on 
the heart of the Chapter. Since then, the trust 
between the Novogradian Conclave and the White 
Wolves has slowly eroded. After the sacking of 
their chapter monastery, the chapter spread out 
into the various sectors of the Triglav Cluster, 
hunting chaos beasts and working as a mercenary 
force, offering their services for resources to 
sustain their chapter. 


During the years, it was observed that many of the 
battle brothers had latent psychic abilities that 
could be manifested during battle. There is no 
known record of the founding of the chapter or its 
origin. And if there are any, these documents 
would be sealed deep in the archives of the 
Inquisition somewhere on Holy Terra. 


However, there is a record of the investigation of a 
few high-ranking members of the Novogradian 
Conclave because of suspected tampering with the 
gene-seed of an unspecified Adeptus astartes 
chapter. But the investigation was suspended 
shortly after the sacking of the Kar-Morhan 
fortress monastery. 
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Lone White Wolves roam the void space of the 
Triglav cluster and occasionally lend a helping 
hand to an Inquisitor individual of the 
Novogradian Conclave if the Inquisition is able to 
locate them. 


White Wolves are ghosts and legends of the 
Triglav-cluster sectors. Always wandering and 
hard to find. But if an inquisitor can contact a 
White Wolf, they are bound by their oath and will 
help. White Wolves never opposed openly the 
Inquisition, but after the sacking of their Fortress 
Monastery, the mutual trust was shattered, and 
White Wolves Astartes are very careful around 
any Inquisition representatives. 


MONSTER HUNTERS 


You are expert on fighting against different 
monsters and mutants residing in depths of the 
galaxy. You trained to exploit any weakness a 
creature can have. 


Select one threat keyword from the following: 


MUTANT, PSYKER, DAEMON, ORK, 
TYRANID, NECRON, BEAST, KROOT 


When making an attack against an enemy with 
selected keyword, you may add Rank dice to your 
Ballistic Skill or Weapon Skill test. 


PRIDE OF THE HUNTERS (TRADITION) 
The Chapter was created to hold the waves of 
unimaginable horrors that prey on humanity. It is 
the duty of every White Wolf to seek out and 
destroy the enemies of Mankind. 

Ifa White Wolf fails a Survival skill test being 
used to track down a target, the GM gains 1 point 
of Ruin. 


TALISMANS OF THE WHITE 
WOLVES 


Talismans represent the special training that each 
White Wolf astartes undergoes. However, they are 
also a sign of belonging to a specific school of 
teachings and bind them to a certain philosophy 
of that teaching. There is a natural rivalry between 
the different schools, which is often fostered by 
the masters of these teachings themselves. 


When you are creating a character with the 
WHITE WOLF chapter keyword, select one 
Talisman for your character from the following 
list: 


e Talisman of the Wolf 

¢ Talisman of the Cat 

¢ Talisman of the Griffin 

¢ Talisman of the Bear 

¢ Talisman of the Manticore 
e Talisman of the Viper 

¢ Talisman of the Crane 


TALISMAN EFFECT 


Add 1 to your Cunning skill. Additionally, once per Combat 
Encounter, you can ignore damage inflicted from one attack 


Wolf — action.Add | to your Cunning skill. Additionally, once per 
Combat Encounter, you can ignore damage inflicted from 
one attack action. 
Cat Add 1 to your Stealth skill. Add 1 to your Initiative 
attribute. 
Griffi Add 1 to your Awareness skill. Additionally, once per 
riffin : 
session you can change one of your Icons to Exalted Icon. 
B Add 1 to your Intimidation skill. Add 1 to your Toughness 
ear ; 
attribute. 
: Add 1 to your Survival skill. Additionally, your ranged 
Manticore . : 
attacks ignore any bonus to Defence gained from a cover. 
: Add 1 to your Deception skill. Additionally, add 1 ED to all 
Viper 
your successful melee attacks. 
Crane Add 1 to your Insight your Agility attribute. 
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WHITE WOLVES TALENTS 


Here you find few unique talents for your White 
Wolf character to chose. 


ELIXIR CRAFTING 


XP Cost: 20 


Requirements: ADEPTUS ASTARTES with 
WHITE WOLKE chapter keyword 


Effect: Part of every White Wolf’s training 
includes the ability to create elixirs that would be 
lethal to an ordinary human. Their effects can 
increase their speed, focus, and effectiveness in 
combat against any opponent a White Wolf may 
face. 


With this talent, the White Wolf gains a pouch of 
ingredients from which he can create one potion 
at a time within a session, the recipe of which is 
known to him. 
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To make the elixir, he needs a room and a space to 
spread out his alchemical tools. After creating an 
elixir, he cannot create another elixir until he has 
replenished his pouch of ingredients. 


Every White Wolf space marine has an application 
mechanism build in forearm of their armour, that 
can automatically administer the elixir into their 
system. You can pre-prepare one elixir into the 
slot of the application mechanism. If you do so, 
the “administer elixir” action during the combat 
is a Free action. Otherwise, it is a Simple action. 


You can use more than one elixir before Regroup, 
but if you do so, after using another elixir, you 
need to do an Intoxication test. 


Intoxication test is a 4.DN +1 for every 
administrated elixir above one Toughness roll. If 
you fail, you sufter a +2DN penalty for any Skill 
and Attribute tests until you Regroup. 


SIGNS OF THE WHITE WOLVES 


XP Cost: 20 


Requirements: ADEPTUS ASTARTES with 
WHITE WOLF chapter keyword 


Effect: If you select this talent, if you are SPACE 
MARINE SCOUT, you can choose one of the 
following sings to know and use. If you are 
TACTICAL SPACE MARINE, you can choose 
two powers from the following list: 


e Igni 
e Aard 
¢ Quen 
e Axii 


e Haal 


You can only use one sign per combat Round. 


AAV V 


For years scholars argue about the ovigin and nature of the White 
Wolves’ Signs. Imperial sdyolars have tendency to attribute this 
power manifestation to the same category as other psyfer abilities 
within the Imperium. Few speculating that it could be caused by the 
mutation that the neophytes underwent before the transformation 
process. And some sdolars argue that the fnowledge the White 
Wolves posses might be connected to the Enuncia, albeit in very 
weak form. There ave many legends talfing about these unorthodox 
abilities of the White Wolves monster hunters, but the truth was 
lost together with the destruction of their capter monastery. In 
these days only the few remaining members of the dyapter Fnow 
what the true nature of this unnatural ability of their Find is. 


Control and tame of the flame. You can use this 
sign in an offensive or defensive manner. 


IGNI BOLT 
DN: Target’s Defence 


Activation: Action 
Duration: Instant 

Range: 25m 

Multi-Target: No 
Keywords: FIRE, PSYCHIC 


Effect: You conjure bolt of flame from thin air 
and hurl it at your foes. The target suffers 8+ IED 
damage, and enemies damaged suffer the On Fire 
condition. 


IMBUE WITH FLAME 
DN: 4. 


Activation: Action 
Duration: Sustained 

Range: 2m 

Multi-Target: No 
Keywords: FIRE, PSYCHIC 


Effect: With intense concentration, you can 
imbue one melee weapon with waves of 
shimmering flame. While this power remains in 
effect, imbued melee weapons attacks gain +1ED 
to their damage and gain the Inflict (On Fire) 
quality. 


You can hurl an invisible force towards your 
opponents and objects to push them away from 
you. 


DN: Target’s Defence 
Activation: Action 

Duration: Instant 

Range: sm 

Multi-Target: No 

Keywords: KINETIC, PSYCHIC 


Effect: You may push any creature or object you 
can see within range which weighs no more than 
your Willpower xs kg. The target suffers 4.+2ED 
damage and is knocked Prone. 


You can grab with an invisible force your 
opponent and objects to pull them towards you. 


DN: Target’s Defence 
Activation: Action 

Duration: Instant 

Range: sm 

Multi-Target: No 

Keywords: KINETIC, PSYCHIC 


Effect: You may pull any creature or object you 
can see within range which weighs no more than 
your Willpower xs kg. The target is pulled sm 
towards you, suffers 4.+1ED damage and is 
knocked Prone. 


You can create an invisible barrier that will shield 
you, or your allies from harm. 


DN: + 

Activation: Action 

Duration: 1 Round 

Range: sm 

Multi-Target: Yes 

Keywords: KINETIC, PSYCHIC 


Effect: If manifested, choose an ally within range. 
Until the start of your next turn, the affected ally 
gains +1 Defence and +1 Resilience. 


You can calm down people or creatures, 
manipulate their minds or hex enemies, causing 
them to fight alongside you for a limited time. 
The effect wears off over time or can be 
prematurely broken if they take damage from your 
or your allies. 


DN: Opposed Willpower 
Activation: Action 
Duration: Instant 
Range: sm 
Multi-Target: No 
Keywords: PSYCHIC 


Effect: Any threat that fails the opposed 
willpower test finds themselves thinking and 
moving sluggishly and can only act after every 
player has acted. 

After a successful opposed willpower test, when 
you roll 3 or more Exalted Icons, a player may 
command the actions of the threat until the end 
of the encounter or until it is attacked by the 
caster or their allies. 


ELIXIR LIST 


During the character creation, after you selected 
your archetype (SPACE MARINE SCOUT or 
TACTICAL SPACE MARINE) and selected 
WHITE WOLVES as your chapter keyword you 
can take an elixir (one if you are SPACE 
MARINE SCOUT; two if you selected 
TACTICAL SPACE MARINE archetype). If 
you also selected Elixir Crafting as one of your 


talents, you can learn one recipe for an elixir. 
To take an elixir, roll one D6: ona 1-4, 


randomly determine one for it to take; on a s+, 
select or randomly determine one for it to take. If 
applicable, you can repeat this step to determine 
which recipe your character knows. 


Crafting Time: 15 min. 
Crafting DN: 5 
Effect Duration: 1 Round 


Effect: After the administration of this elixir, 
until the end of this Round, rolls of 5 and 6 for 
ranged and melee weapons you are equipped with 
count as Exalted Icons. 


BLIZZARD ELIXIR 
Crafting Time: 25 min. 
Crafting DN: 5 

Effect Duration: 20 min. 


Effect: After the administration of this elixir, for 
the duration you gain +1 Defence and +1 
Resilience. a 


THUNDERBOLT ELIKIR 


Crafting Time: Is min. 
Crafting DN: 5 
Effect Duration: 1 Round 


Effect: After the administration of this elixir, 
until the end of this Round, double the Damage 
characteristic of melee weapon you are equipped 
with. Additionally, until the end of this Round 
you cannot use Full Defence action or Fall Back 
action. 


WHITE RAFFARD'S DECOCTION 


Crafting Time: 30 min. 
Crafting DN: 5 
Effect Duration: Instant 


Effect: After the administration of this elixir, you 
regain 2D6 lost wounds. 


PETRI'S PHILTER 


Crafting Time: 20 min. 

Crafting DN: 4 

Effect Duration: 30 min. 

Effect: After the administration of this elixir, 
once per Round, you can use your Sign as a free 


action. Additionally, Igni, Aard and Haal sign gain 
+2 ED damage. 


Crafting Time: 20 min. 
Crafting DN: 4 
Effect Duration: 30 min. 


Effect: After the administration of this elixir, 
when your Wounds characteristic falls below half, 
increase Damage characteristic of melee weapons 
you are equipped with by 5. Additionally, during 
the duration of the effect, you gain immunity to 
Shock. 


SPACE MARINES: WHITE WOLVES 


WHITE WOLVES KILL TEAM 


Below you will find a list of the operatives that make up a WHITE WOLVES &@ kill team, 
including, where relevant, any wargear those operatives must be equipped with. 


ARCHETYPE:SEEK AND DESTROY 
HUNT PACK FIRE TEAM 


e A HUNT PACK fire team includes one TACTICAL MARINE PACK LEADER operative 
equipped with one of the following options: 
¢ Combat knife and one of the following options: 
e Boltgun, combi-flamer, comb-grav, combi-melta or combi-plasma 
¢ One option from each of the following: 
e Chainsword, power fist or power weapon 
e Bolt pistol, grav-pistol, hand flamer, inferno pistol or plasma pistol 


¢ It also includes five TACTICAL MARINE operatives selected from the following list: 
e TACTICAL MARINE VETERAN HUNTER 


¢ TACTICAL MARINE HUNTER SEEKER operative equipped with one of the following options: 
¢ Combat knife and Boltgun 
e Chainsword and bolt pistol 


¢ TACTICAL MARINE GUNNER each separately equipped with combat knife and one of the 
following options: 
e Flamer, grav-gun, meltagun or plasma gun 


e TACTICAL MARINE HEAVY GUNNER each separately equipped with combat knife and one of 
the following options: 
¢ Heavy bolter or missile launcher 


Other than TACTICAL MARINE VETERAN HUNTER operatives, your kill team can only 


include each operative above once. 


e 


. talisman per fire team. 


Turning Point, in the resolve successful hits step of 
that combat, you can ignore the damage inflicted 


| Each time this operative fights in combat, if it 


» with one normal hit as if it were a critical hit. 


_ Ranged weapons this operative is equipped with 
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On this page you will find a common ability of the 
kill team. 


| The TALISMANS represent special training srs 


background each of the HUNT PACK operatives 
has. When a operative is added 


to your roster or dataslate, assign one Talisman to ie 


this operative — select or randomly determine one 
for it. You can have maximum of 2 of the same 


TALISMAN OF THE WOLF 


When this operative fights in combat, once per 


on it from one normal hit. 


TALISMAN OF THE CAT 
Add 1© to the Movement characteristic of this 
operative. 


TALISMAN OF THE GRIFFIN 


performed a Charge action during this activation, 
in the Resolve Successful Hits step of that combat, 
if you did not retain any critical hits, you can strike 


TALISMAN OF THE BEAR 
Add 4.to the Wound characteristic of this 
operative. 


TALISMAN OF THE MANTICORE 


(excluding ranged weapons from a pychic power) 
gain the No Cover special rule. 


TALISMAN OF THE WIPER 


Add 1 to the Normal Damage characteristic of 
melee weapons this operative is equipped with. 


TALISMAN OF THE CRANE 


Improve this operative’s Save characteristic by 1. 


WHITE WOLVES’ SIGNS -_ 


When a HUNT PACK WHITE WOLF sg Select one friendly or enemy operative Visible to 


this operative and perform a free Shoot action 


operative is added to your roster or dataslate, you ; : 
using following ranged weapon: 


must select one of the following signs for it to 


study: Igni, Aard, Quen, Axii or Haal. NAME A BS/WS D 
That operative knows the powers associated Haal 1 i 0/0 

with that sign. A PACK LEADER operative can SPECIAL RULES 

select two signs to study. ; : ; 
Each time a friendly WHITE WOLF sf On a hit, move the target operative ™@ straight 

operative performs the Manifest Psychic Power towards this operative. On a critical hit, move the 

action, select one sign power from the list below target operative @ instead. 


If there is a terrain feature in the path of the 
pulled operative, the operative takes 1D3 damage 
and subtract 1 from the target’s APL until the end 


to be resolved. You can only select each power a 
maximum of once per Turning Point. 


IGN of this turning point. 
OFFENSE 
Perform a free Shoot action using the following AARD 
ranged weapon. Select one friendly or enemy operative Visible to 

ail . sie hal : this operative and perform a free Shoot action 

Igni Bolt 4 3+ 2/3 using following ranged weapon: 
SPECIAL RULES ! 
NAME A BS/WS D 
ae Aard 1 2+ 0/0 
SPECIAL RULES 

SUPPORT 
Imbue with Flame: Select one friendly WHITE Ona hit, move the target operative MM straight 
WOLF ae operative Visible to and within @ of this from this operative. On a critical hit, move the 
operative. Until the end of this Turning point, add target operative @ instead. 
1 to the Normal Damage characteristic of melee If there is a terrain feature in the path of the 
weapons that operative is equipped with. Until the pushed operative, the operative takes 1D3 damage 
end of this Turning point, the melee weapon that and subtract 1 from the target’s APL until the end 
operative is equipped with gain the MWr special of this turning point. 
rule. 
QUEN ORIGIN OF THE SIGNS 


For years scholars argue about the ovigin and nature of the White 


Until the end of this Turning point this operative Wolves’ Signs. Imperial sdyolars have tendency to attribute this 
7 power manifestation to the same category as other psyfer abilities 


has a 4+ invulnerable save. within the Imperium. Few speculating that it could be caused by the 
mutation that the neophytes underwent before the transformation 
process. Aind some sdyolars argue that the fnowledge the White 


AXil Wolves posses might be connected to the Enuncia, albeit in very 

; a : weaf form. There ave many legends talfing about these unorthodox 
Select one enemy operative Visible to this abilities of the White Wolves monster hunters, but the truth was 
op erative. Each time that en emy op erative fights in lost together with the destruction of their dyapter monastery. In 


: : these days only the few remaining members of the dyapter Fnow 
combat or makes a shooting attack, in the Roll what the true nature of this unnatural ability of their Find is. 


Attack Dice step of that shooting attack, your 
opponent cannot reroll their attack dice. 
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WHITE WOLVES’ ELIKIRS 


HUNT PACK WHITE WOLF operatives in 
your kill team start mission with one elixir for free 
and can be equipped with another elixir from this 


list, as specified in the mission sequence. 
Operative can be equipped with maximum of 2 


elixirs and no more than one type of each elixir. 


To equip one free elixir, roll one D6: on a 1-2, 
randomly determine one for it to equip; on a 3+, 
select or randomly determine one for it to equip. 


WOLF ELIXIR [(1EP] 


After the administration of this elixir, until the 
end of this Turning Point, ranged and melee 
weapons this operative is equipped with gain the 
Lethal s+ special rule. 


BLIZZARD ELIXIR [1EP] 


After the administration of this elixir, until the 
end of this Turning Point, for this operative, the 
roll of ¢ or 6 is acritical save. 


THUNDERBOLT ELIXIR [1EP} 


After the administration of this elixir, double 
the Normal Damage characteristic of melee 
weapons this operative is equipped with, until the 
end of this Turning Point. Until the end of this 
Turning Point this operative cannot defend or 
parry melee attacks in fight. 


WHITE RAFFARD'S 
DECOCTION [1EP} 


After the administration of this elixir, this 
operative regains 2D6 lost wounds. 


PETRI'S PHILTER [1EP] 


After the administration of this elixir, once per 
Turning Point, during this operative’s activation, 
it can perform a Manifest Psychic Power action 
for one less AP (to a minimum of oAP). 
Additionally Igni, Aard and Haal sign gain +1 to 
Normal Damage & Critical Damage 
characteristic and the Lethal 5+ and MWY1 special 
rule. 


WOLVERINE ELIXIR [1EP} 


After the administration of this elixir, when an 
operative’s Wound characteristic falls below half, 
increase Normal Damage and Critical Damage 
characteristic of melee weapons this operative is 
equipped with by 2 and ignore the Injured 
condition. 


EQUIPMENT 


WHITE WOLVES ae operatives in your kill 
team can be equipped with equipment from this 
list in addition to the equipment from the 


SPACE MARINE @ equipment list (see Kill 
Team Compendium Book). 


JUMP PACK [2EP] 


HUNTER SEEKER operative only. The 
operative gains the following ability for the battle: 


Jump Pack: 


¢ During the mission sequence, after resolving 
your selected option in the Scouting step, if 
this operative is wholly within your drop zone, 
it can perform a Jump Pack insertion. If it does 
so, you can perform a free Normal Move 
action with this operative. For that action, it 
has a Movement characteristic of 2© and can 


FLY. 


e Each time this operative moves off a Vantage 
Point, for that move, it can move as though it 
can FLY, so long as it does not move higher 
than that Vantage Point and ends that move 
lower than that Vantage Point. 


TACTICAL MARINE (VETERAN HUNTER) 


Dependable and flexible, Space Marines assigned 

to Tactical Squads are called upon to fulfil a wide range 
of battlefield roles. When armed with the boltgun, they 
can hold ground, provide fire support, and unload 
suppressive salvoes while rapidly advancing. 


WEAPONS ATT BS/WS DMG SPECIAL RULES 
% Combat Knife 3/4 


<> Boltgun 3/4 


ABILITIES UNIQUE ACTIONS 

- Manifest Psychic Power (1 AP): Psychic action. 
Resolve a WHITE WOLF 8sign power, as specified 
on Signs page. 


Administer Elixir (1 AP): Administer a WHITE WOLF ® 
elixir, aS specified on Elixir page. 


TACTICAL MARINE (GUNNER) 


Space Marines train with countless weapon types 

in support of their flexible role. Depending on the 
mission, they wield thermal weapons to melt armour, 
infantry-roasting flamers or ancient firearms that 
discharge dangerous energy. 


% Combat Knife 3+ 3/4 zi 


<> Flamer 2+ 2/2 Rng @, Torrent (_) 

<> Grav-gun 3+ 4/5 AP1, Grav* 

<> Meltagun 4 Shr 6/3 Rng @, AP2 

<y Plasma gun Each time this weapon is selected to make a shooting attack with, select one of the profiles below to use: 
- Standard 4 3+ 5/6 AP1 = 
- Supercharge 4 3+ 65/6 AP2, Hot - 

ABILITIES UNIQUE ACTIONS 

*Grav: Each time this operative makes a shooting attack Manifest Psychic Power (1 AP): Psychic action. 


with this weapon, if the target has an unmodified Save Resolve a WHITE WOLF ®sign power, as specified 
characteristic of 3+ or better, this weapon has the Lethal 4+ on Signs page. 


SOECEIULS MOM asSbecles Administer Elixir (1 AP): Administer a WHITE WOLF 
elixir, as specified on Elixir page. 


WEAPONS ATT BS/WS DMG SPECIAL RULES 
4 
5 
4 


SPACE MARINE & IMPERIUM, ADEPTUS ASTARTES, WHITE WOLF, TACTICAL MARINE, GUNNER 
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TACTICAL MARINE (HUNTER SEEKER) 


Dependable and flexible, Space Marines assigned 

to Tactical Squads are called upon to fulfil a wide range 
of battlefield roles. Hunter Seekers of the White Wolves 
chapter specialize in tracking and identifying threats, 
are masters of pinpointing weak spots of their targets. 


WEAPONS ATT BS/WS DMG SPECIAL RULES 
% Combat Knife 4 3+ 3/4 
<> Boltgun 4 3+ 3/4 
*% Chainsword 5 2+ 4/5 
<> Bolt pistol 4 2+ 3/4 Rng @ 


ABILITIES UNIQUE ACTIONS 

- Manifest Psychic Power (1 AP): Psychic action. 
Resolve a WHITE WOLF 8sign power, as specified 
on Signs page. 
Administer Elixir (1 AP): Administer a WHITE WOLF ® 
elixir, as specified on Elixir page. 


Spot Weaknesses (2AP): Select enemy operative Visible 
to this operative and mark it. After marking the target, 

this operative can mark another valid target within C) 

of the original target. 


While a friendly WHITE WOLF ® operative is within Il 
of this operative, that friendly operative knows a weak 
spot of the enemy. Each time a shooting attack is 
made against marked target, in the Roll Attack Dice 
step of that shooting attack, before rolling your 

attack dice, you can retain one as a successful 

normal hit without rolling it. 


SPACE MARINE & IMPERIUM, ADEPTUS ASTARTES, WHITE WOLVES, TACTICAL MARINE, HUNTER SEEKER 


TACTICAL MARINE (HEAWY GUNNER) 


Far too large to be wielded by any unaugmented 
Human, the heaviest weaponry can overturn a tank, 
demolish signal arrays and obliterate most enemies. 


WEAPONS ATT BS/WS DMG SPECIAL RULES 
*% Combat Knife 4 3+ 3/4 


<> Heavy bolter 5 3+ 8 4/5 


Heavy, Fusillade 
<> Missile launcher Each time this weapon is selected to make a shooting attack with, select one of the profiles below to use: 
- Frag 4 3+ 9-3/5 Heavy, Blast (_) = 
- Krak 4 3+ 5/7 Heavy, AP1 F 
ABILITIES UNIQUE ACTIONS 
- Manifest Psychic Power (1 AP): Psychic action. 
Resolve a WHITE WOLF 8sign power, as specified 
on Signs page. 


Administer Elixir (1 AP): Administer a WHITE WOLF ® 
elixir, aS specified on Elixir page. 


SPACE MARINE & IMPERIUM, ADEPTUS ASTARTES, WHITE WOLF, TACTICAL MARINE, HEAVY GUNNER 
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TACTICAL MARINE (PACK LEADER) 


These grizzled leaders have emerged victorious 
through countless battles. They are canny 
individuals, able to pick out the threats and 
opportunities of battle. 


WEAPONS 
* Combat Knife 


ATT BS/WS DMG SPECIAL RULES 

4 3+ 3/4 = 

% Chainsword 5 2+ 4/5 : 

> Power weapon 5 2+ 4/6 Lethal 5+ 

*% Power fist 5 3+ 5/7 Brutal 

<> Bolt pistol 4 2+ 3/4 Rng@ 

<> Boltgun 4 3+ 3/4 - 

<> Grav-pistol 4 2+ 4/5 Rng @, AP1, Grav* 

<> Combi-flamer 5 2+ 2/2 Combi*, Rng@, Torrent(_), Limited 

<> Combi-grav 4 2+ 4/5 Combi*, AP1, Grav*, Limited 

<> Combi-melta 4 2+ 6/3 Combi*, Rng@, AP2, Limited MW4 

© Combi-plasma Each time this weapon is selected to make a shooting attack with, select one of the profiles below to use: 
- Standard 4 2+ 5/6 Combi*, AP1, Limited : 
- Supercharge 4 2+ Combi*, AP2, Hot, Limited . 

<> Hand flamer 4 2+ 2/2 Rng @, TorrentA - 

<> Inferno pistol 4 2+ 5/3 Rng @, AP2 MW3 


Oo Plasma pistol Each time this weapon is selected to make a shooting attack with, select one of the profiles below to use: 
- Standard 4 2+ 5/6 Rng @, AP1 ss 
- Supercharge 4 2+ Rng @, AP2, Hot = 


ABILITIES UNIQUE ACTIONS 

*Grav: Each time this operative makes a shooting attack Manifest Psychic Power (1 AP): Psychic action. 

with this weapon, if the target has an unmodified Save Resolve a WHITE WOLF 8sign power, as specified 
characteristic of 3+ or better, this weapon has the Lethal 4+ on Signs page. 

sais Jed sali auaian ee | Administer Elixir (1 AP): Administer a WHITE WOLF ® 
*Combi: An operative equipped with this weapon is also elixir, as specified on Elixir page 

equipped with a boltgun. ; 
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